
Game Rules

World English-Language 
Scrabble® Players’ Association 

(WESPA) 

Version 2.0
Issued by the WESPA Rules Committee

17 November 2010

SCRABBLE® is a registered trademark of J. W. Spear & Sons Limited, a subsidiary of Mattel Inc, except in Canada and the United 
States, where it is a registered trademark of HASBRO.

1

Supercell 
Exhibit 1014 

Page 1f 

 

Find authenticated court documents without watermarks at docketalarm.com. 

https://www.docketalarm.com/


Contents

Preamble 6

Part 1 – Equipment 6

1.1 Standard Rules 6
1.2 Word Source 6
1.3 The Game Set 6

1.3.1 Tile Distribution
1.3.2 The Tiles
1.3.3 The Board
1.3.4 Other Equipment
1.3.5 State of Equipment
1.3.6 Varying the Equipment
1.3.7 Disputes

1.4 The Timer 7
1.4.1 Checking the Timer
1.4.2 Precedence
1.4.3 Neutralisation of the Timer
1.4.4 Use of Timer Mandatory
1.4.5 Timer Position

1.5 Written Aids 8
1.5.1 Score Sheets
1.5.2 Separate Tile Tracking Lists
1.5.3 Acceptable Materials
1.5.4 Writing During the Game

Part 2 – Starting the Game 8

2.1 Determining Who Starts 8
2.2 Starting the Timer 9
2.3 Late Arrivals 9

2.3.1 Duty to be Present
2.3.2 Both Players Absent
2.3.3 One Player Absent
2.3.4 Optional Forfeiture due to Lateness
2.3.5 Compulsory Forfeiture due to Lateness
2.3.6 Consequences of Forfeiture due to Lateness

2.4 Shuffling Tiles 10
2.5 Special Needs 10

Part 3 – The Turn 10

3.1 Playing a Word 10
3.1.1 Elements of the Turn

2

Supercell 
Exhibit 1014 

Page 2f 

 

Find authenticated court documents without watermarks at docketalarm.com. 

https://www.docketalarm.com/


3.1.2 Completing Turns When No Tiles Remain
3.1.3 Establishing Orientation

3.2 Exchanging Tiles 11
3.2.1 Elements of the Exchange
3.2.2 Exchange to Score Zero

3.3 Passing 11
3.4 Significance of Pressing Timer 11

3.4.1 Pressing Timer Concludes Deliberation
3.4.2 Elements Overlapping with Opponent's Next Turn

3.5 Keeping Score 12
3.6 Prerogatives of the Player On Turn 12

3.6.1 Actions Reserved for the Player On Turn
3.6.2 Actions Where the Player On Turn Has Priority

3.7 Shuffling or Counting the Remaining Tiles 12
3.7.1 Procedure for Shuffling or Counting Tiles
3.7.2 Right to Object

3.8 Declaring a Blank 13
3.9 Drawing Tiles 13

3.9.1 Bag Position
3.9.2 Drawing Protocols
3.9.3 Keeping Tiles Above Table
3.9.4 Improper Drawing
3.9.5 Overdrawing
3.9.6 Improperly Corrected Overdraws
3.9.7 Duty to Disclose Overdraw
3.9.8 Late-Game Underdrawing
3.9.9 Drawing Out Of Order
3.9.10 Drawing While Awaiting Adjudication

3.10 Accepting and Challenging Turns 15
3.10.1 Accepting the Turn
3.10.2 Flash-Drawing
3.10.3 Issuing a Challenge
3.10.4 Challenging an Improperly Ordered Turn
3.10.5 Holds
3.10.6 Courtesy Draws
3.10.7 Adjudicating a Challenge
3.10.8 Self-Running
3.10.9 Self-Adjudicating
3.10.10 No Retraction or Concession of a Challenge
3.10.11 Rechallenging
3.10.12 Erroneous Challenges
3.10.13 Misadjudication
3.10.14 Board Control During Challenge
3.10.15 Challenge Penalties
3.10.16 Challenging Word Placement
3.10.17 Challenging the Legality of an Exchange

3

Supercell 
Exhibit 1014 

Page 3f 

 

Find authenticated court documents without watermarks at docketalarm.com. 

https://www.docketalarm.com/


Part 4 – Interrupting the Game 19

4.1 Neutralising the Timer 19
4.2 Leaving the Playing Area 19
4.3 Tiles Discovered Out of the Bag 19
4.4 Spilled Tiles 20
4.5 Tiles Discovered In the Bag 20

Part 5 – Ending the Game 20

5.1 'Playing Out' 20
5.1.1 Procedure for 'Playing Out'
5.1.2 Actions to be Taken Upon 'Playing Out'
5.1.3 Right to Restart Timer
5.1.4 Tiles Remaining

5.2 Six Consecutive Zero Scores 21
5.3 Time Penalties 21

5.3.1 Ascertaining When Time Penalties Apply
5.3.2 Application of Time Penalties
5.3.3 Overtime Leading to Forfeiture
5.3.4 No Additional Time Penalties When Timer Not Neutralised
5.3.5 Standard Game Time

5.4 Result Sheets 22
5.4.1 Result Sheets Final Once Signed
5.4.2 Responsibility of Winner

5.5 Recounts 22
5.5.1 Right to Recount
5.5.2 Recount Procedure
5.5.3 Surrender of Score Sheet
5.5.4 Tournament Director's Discretion

5.6 Tile Check 22
5.7 Resigning 23

Part 6 – Conduct 23

6.1 General Conduct 23
6.1.1 Expected Standards
6.1.2 Tournament Director's Powers and Responsibilities
6.1.3 State of Mind

6.2 Level 1 Offences (Cheating and Abusive Behaviour) 24
6.2.1 Definition of Cheating
6.2.2 Suspected Cheating
6.2.3 Definition of Abusive Behaviour
6.2.4 Penalties for Cheating and Abusive Behaviour

6.3 Level 2 Offences (Unethical Behaviour) 25
6.3.1 Definition of Unethical Behaviour
6.3.2 Behaviour Not Considered Unethical

4

Supercell 
Exhibit 1014 

Page 4f 

 

Find authenticated court documents without watermarks at docketalarm.com. 

https://www.docketalarm.com/


6.3.3 Penalties for Unethical Behaviour
6.3.4 Privacy of Score Sheets

6.4 Level 3 Offences (Poor Etiquette) 26
6.4.1 Definition of Poor Etiquette
6.4.2 Penalties for Poor Etiquette
6.4.3 Observational Etiquette

6.5 Right of Appeal 26

Appendix 1 – Standard Rules 27

Appendix 2 – Official Word Source 31

5

Supercell 
Exhibit 1014 

Page 5f 

 

Find authenticated court documents without watermarks at docketalarm.com. 

https://www.docketalarm.com/


Real-Time Litigation Alerts
  Keep your litigation team up-to-date with real-time  

alerts and advanced team management tools built for  
the enterprise, all while greatly reducing PACER spend.

  Our comprehensive service means we can handle Federal, 
State, and Administrative courts across the country.

Advanced Docket Research
  With over 230 million records, Docket Alarm’s cloud-native 

docket research platform finds what other services can’t. 
Coverage includes Federal, State, plus PTAB, TTAB, ITC  
and NLRB decisions, all in one place.

  Identify arguments that have been successful in the past 
with full text, pinpoint searching. Link to case law cited  
within any court document via Fastcase.

Analytics At Your Fingertips
  Learn what happened the last time a particular judge,  

opposing counsel or company faced cases similar to yours.

  Advanced out-of-the-box PTAB and TTAB analytics are  
always at your fingertips.

Docket Alarm provides insights to develop a more  

informed litigation strategy and the peace of mind of 

knowing you’re on top of things.

Explore Litigation 
Insights

®

WHAT WILL YOU BUILD?  |  sales@docketalarm.com  |  1-866-77-FASTCASE

API
Docket Alarm offers a powerful API 
(application programming inter-
face) to developers that want to 
integrate case filings into their apps.

LAW FIRMS
Build custom dashboards for your 
attorneys and clients with live data 
direct from the court.

Automate many repetitive legal  
tasks like conflict checks, document 
management, and marketing.

FINANCIAL INSTITUTIONS
Litigation and bankruptcy checks 
for companies and debtors.

E-DISCOVERY AND  
LEGAL VENDORS
Sync your system to PACER to  
automate legal marketing.


